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(57) ABSTRACT

The present disclosure provides for systems and methods for
delivering and unlocking restricted media content on physi-
cal media. The disclosed methods and systems provide
restricted media assets on a physical media. The restricted
media assets may be ad-sponsored media content. Restric-
tions on the restricted media assets may be removed by
providing an unlock code, either on an online or offline
media player. In the ad-sponsored media context, an
unlocked version might comprise an ad-free version.
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SYSTEMS AND METHODS FOR PROVIDING
MEDIA CONTENT

TECHNICAL FIELD

[0001] The present disclosure relates generally to physical
media, and more particularly to systems and methods for
providing media content on physical media.

SUMMARY OF THE INVENTION

[0002] The present disclosure may be embodied in a
method comprising: providing a physical media configured
to be played on an offline media player, the physical media
comprising one or more restricted digital media assets and a
unique identifier; and providing a user with an unlock code
corresponding to the unique identifier, wherein the unlock
code unlocks one or more of the restricted digital media
assets when the physical media is played on the offline
media player.

[0003] The unique identifier may identify the physical
media, and the unlock code may unlock all restricted digital
media assets on the physical media.

[0004] In a more specific embodiment, the physical media
may further comprise a plurality of subsets, each subset
comprising one or more restricted digital media assets, and
a plurality of unique identifiers, each of the plurality of
unique identifiers identifying one of the plurality of subsets.
In this configuration, the unlock code may unlock only those
restricted digital media assets that are part of the subset
identified by the unique identifier. In one aspect of this
embodiment, the unique identifier may be used to derive the
unlock code. In a further aspect, the physical media may be
identified by a disc identifier, and the unique identifier and
the disc identifier may be used to derive the unlock code.
[0005] The method may further comprise receiving the
unique identifier from the user. The unique identifier may be
received via telephone and/or as a QR code corresponding to
the unique identifier. Receiving the unique identifier and
providing the user with an unlock code may be performed
via the Internet.

[0006] The method may further comprise receiving the
unlock code. The unlock code may be received via commu-
nications with a secondary device, possibly using a wireless
communications standard such as Bluetooth or NFC.

[0007] In a specific embodiment, the physical media may
comprise an advertising-supported media content asset, and
the one or more restricted digital media assets may comprise
an advertising-free media content asset, wherein the adver-
tising-free media content asset is an advertising-free version
of the advertising-supported media content asset. In a further
aspect of this specific embodiment, the unique identifier may
identify the advertising-free media content, and the unlock
code may unlock the advertising-free media content for play
on the offline media player.

[0008] The present disclosure may also be embodied in a
method comprising: providing a physical media containing
an advertising-sponsored media content asset; and when a
condition is met, providing an unlock code corresponding to
an advertising-free media content asset, where the advertis-
ing-free media content asset is an advertising-free version of
the advertising-sponsored media content asset.

[0009] The present disclosure may also be embodied in
non-transitory computer readable medium comprising an
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instruction set configured to command a computing device
to carry out the methods described herein.

BRIEF DESCRIPTION OF THE DRAWINGS

[0010] The drawings are provided for purposes of illus-
tration only and merely depict typical or example imple-
mentations. These drawings are provided to facilitate the
reader’s understanding and shall not be considered limiting
of the breadth, scope, or applicability of the disclosure. For
clarity and ease of illustration, these drawings are not
necessarily drawn to scale.

[0011] FIG. 1 provides a media security network in accor-
dance with an aspect of an embodiment of the present
disclosure.

[0012] FIG. 2 illustrates a sample user interface in accor-
dance with an aspect of an embodiment of the present
disclosure.

[0013] FIG. 3 provides a flow chart representation of a
method for unlocking restricted media content in accordance
with an embodiment of the present disclosure.

[0014] FIG. 4 illustrates a sample computing module that
may be used to implement certain features and embodiments
of the present disclosure.

DETAILED DESCRIPTION

[0015] Physical media remains a popular medium through
which media content is sold and distributed. Popular
examples of physical media that deliver audio and/or visual
media content include CDs, DVDs, and Blu-Ray discs. In
order to encourage more widespread use and purchase of
physical media, it may be desirable to provide physical
media at different price points, and to provide varying levels
of convenience or accessibility based on the prices consum-
ers are willing to pay.

[0016] The present disclosure provides for systems and
methods for unlocking restricted media content on physical
media. The disclosed systems and methods, among other
advantages, allow users to purchase physical media for
lower prices if they are willing to accept decreased conve-
nience or accessibility. At the same time, using the same
physical media, consumers who are willing to pay for
greater convenience or access are able to receive those
benefits. In this way, media content producers are able to
distribute a single physical media product while meeting the
needs of different consumers who are willing to pay varying
prices for varying levels of access or convenience.

[0017] In the disclosed systems and methods, a piece of
physical media containing one or more restricted media
content assets is provided to consumers. Restricted media
content may comprise any media content that has some
restriction on its access, and requires one or more conditions
to be satisfied before a user has full access to the content.
Restricted media content may be content that cannot be
accessed at all until a particular condition is met. For
example, media content assets may be locked so that users
are unable to view them until after an official release date or
until the restricted media content is purchased.

[0018] Users may be granted limited access to certain
media content until they acquire access to the restricted
media content. For example, users may be granted access to
an ad-sponsored version of a media content asset when they
purchase the physical media, e.g., movies with commercial
interruptions or ads displayed at the top or bottom of the
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screen during the movie, but users cannot access the ad-free
version (the “restricted content”) until they pay an additional
fee. FIG. 2 provides an example user interface 200, in which
a user may select the default, ad-sponsored media content
202, or may opt to purchase the ad-free media content 204.
If the user has already purchased the ad-free media content
and has obtained an unlock code (discussed in greater detail
below), the user may enter the unlock code (206). In this
example, content producers can sell the physical media for
lower prices, thereby attracting a greater number of con-
sumers, because the physical media will only allow con-
sumers to access ad-sponsored versions of the content.
However, for those consumers who wish to have full access
to the content, those consumers can pay higher prices to
unlock greater access, while still using the same piece of
physical media.

[0019] The restrictions on restricted media content assets
may be unlocked via an unlock code. Unlock codes may be
provided to a user’s entertainment system in either an online
or offline capacity, each of which will be discussed in greater
detail below.

[0020] The unlock code provides the user with access to
the restricted media content asset. In the release-date
example above, users may not have any access to media
content at all until the release date, at which point they are
provided with an unlock code to unlock and view the media
content. In another example, users may be provided with
free copies of the locked physical media, and may have
access to certain assets on the physical media (e.g., trailers
or posters, etc.), but cannot access other restricted assets
(e.g., the actual feature film), until they purchase an unlock
code. In the example of ad-sponsored media content, an
unlock code may provide access to an ad-free version, or a
version with fewer advertisements.

[0021] Unlock codes may unlock all media content assets
on physical media, or a subset. In order to protect against
piracy and sharing of unlock codes, it may be preferable for
unlock codes to be uniquely associated with a particular
piece of physical media, a particular media content asset, or
a particular grouped set of media content assets. If an unlock
code is used to unlock all media content assets on a piece of
physical media, then the unlock code may be derived from
a unique identifier corresponding to the individual physical
media. An example of such a unique identifier is the pre-
recorded media serial number (PMSN) currently used to
identify individual Blu-Ray discs. If an unlock code is used
to unlock only certain media content assets on a physical
media, then each media content asset, or grouped set of
media content assets, can be assigned a unique event code
from which the unlock code is derived. Event codes need not
be globally unique if the unique physical media identifier in
conjunction with the event code is unique. While a unique
unlock code is preferable in order to minimize the chance of
piracy or sharing of unlock codes, it should be understood
that this is not a requirement to apply the teachings of the
present disclosure.

[0022] FIG. 1 provides a representation of a media secu-
rity network 100, demonstrating an “online” entertainment
system configuration. The media security network 100
includes a remote server 110 and a user entertainment
system 120 connected over a wide-area network 130, such
as the Internet. The user entertainment system 120 is any
device on which the user can experience physical media,
examples of which may include a Blu-Ray player or DVD
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player or other home entertainment system, a personal
and/or laptop computer, a home gaming system, or the like.
The remote server 110 may be any data server that is used
to provide and/or store media content security information
or other digital media information, such as unlock codes.
The network 130 may be any wide-area network over which
information may be sent and received, such as the Internet.
[0023] It should be understood that FIG. 1 is a simple
block representation of a content distribution network, and
each of the different components may comprise numerous
components or modules to carry out the functions described
herein. For example, there may be numerous remote servers,
and different remote servers may play different roles. Simi-
larly, the user’s local entertainment system 120 may com-
prise numerous components and may comprise numerous
devices through which a user can experience physical media.
In certain embodiments, the user entertainment system 120
may also comprise a local network for storing, transmitting,
and receiving digital media information between the various
devices on a user’s local network.

[0024] In the “online” configuration shown in FIG. 1,
when a user attempts to access restricted media content (e.g.,
by selecting button 204 in FIG. 2), the entertainment system
120 may communicate directly with the remote server 110 to
receive an unlock code. In this scenario, the remote server
110 might store information as to whether or not all condi-
tions have been met to unlock the content (e.g., release date
has passed, or user has paid the purchase fee). If these
conditions are met, the entertainment system 120 is provided
with an unlock code and the user is able to access the
restricted media content asset(s).

[0025] The unlocked version of the media content may be
stored on the physical media along with the restricted
content, so that, using the unlock code, the entertainment
system 120 can play the formerly restricted, and now
unlocked, content from the physical media. Alternatively, in
this “online” context, the unlocked version may be provided
over the network 130 from the remote server 110 to the
entertainment system 120. In the latter scenario, rather than
providing an unlock code, the remote server 110 may
provide the content itself to the entertainment system 120.
[0026] Using the ad-supported example discussed above,
a user might purchase a Blu-Ray disc containing a feature
film. The Blu-Ray disc is sold for a lower price because it
contains an ad-supported version of the film. Ads may be
contained on the disc itself, or may be provided over the
Internet, or a combination of both. Access to the ad-free
version of the film is restricted, and the user has the option
to pay an extra fee to view the ad-free version of the film,
as shown in FIG. 2. This fee may be paid at the time of
purchase, or at a later date. If the user decides to purchase
the ad-free version, the purchase information is associated
with that user’s particular Blu-Ray disc so that the access to
the ad-free version cannot be shared with another user who
has not purchased ad-free access. The remote server 110
stores data for each Blu-Ray disc and whether ad-free access
has been purchased. When the user places the disc into a
Blu-Ray player, the player/entertainment system 120 may
contact the remote server 110 to see whether the user has
permission to view an ad-free version of the film. If the user
has not purchased ad-free access, then the entertainment
system 120 plays the default ad-supported version. If the
user has purchased ad-free access, then the remote server
110 provides the entertainment system 120 with an unlock
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code associated with the individual Blu-Ray disc (or with
the ad-free version of the film if there are multiple locked
media assets on the disc), allowing the user access to the
ad-free version of the film.

[0027] The systems and methods discussed above may
also be implemented if the entertainment system 120 is not
connected to any network, or is “offline.” In this scenario,
when a user places the physical media into the entertainment
system 120, the user may be asked to enter an “unlock code”
in order to access any restricted content or the “unlocked
versions” of restricted content (e.g., button 206 of FIG. 2).
The entertainment system 120 and/or the physical media
may contain hardware or software necessary to confirm
whether or not the unlock code is correct.

[0028] A user can obtain the unlock code in several ways,
some of which are outlined here. The user may dial a phone
number, provide their unique disc code (or event code), and
receive an unlock code to enter. The user may also use a
computing device to transfer the unique disc code or event
code to a web service, that can then return an unlock code
(if the conditions are met for the user to receive an unlock
code). For example, the computing device may be a mobile
phone or other mobile device, and the user can submit the
unique disc code to a web service and receive the unlock
code on their mobile device. Submission of the unique disc
code may be done by manually entering the disc code, or by
taking a photo of a QR code corresponding to the unique
disc code and transmitting the image, or any other appro-
priate means. Similarly, the user may use a laptop or
personal computer to access a webpage, where they can
enter the unique disc code information to receive the event
code.

[0029] Once the user has entered a valid unlock code, the
entertainment system 120 can access and play the corre-
sponding restricted content. Entry of the unlock code may be
manually performed by the user, or may be digitally per-
formed by a secondary device. For example, if the user
requests the unlock code via a mobile phone or personal
computing device, the offline entertainment system 120 may
communicate with the mobile phone or personal computing
device via near-field communication (NFC), Bluetooth com-
munication, or the like.

[0030] FIG. 3 provides a flowchart representation of a
restricted content access method 300. First, physical media
containing one or more restricted digital media assets is
received in step 301. Next, the user’s entertainment system,
having detected restricted digital media assets, requests an
unlock code to access the restricted digital media assets
(302). The request may be directed to the remote server 110
(in an online setting), or the request may be directed to the
user (in either an online or offline setting). For example, in
the interface shown in FIG. 2, the user may directly input an
unlock code via button 206, or the user may purchase access
to the restricted digital media asset via button 204, in which
case the remote server 110, upon receiving payment, may
automatically provide the media player with the unlock
code. The entertainment system then receives an unlock
code which corresponds to one or more restricted digital
media assets (303). The entertainment system may then
present the restricted digital media asset for which an unlock
code has been received (304).

[0031] It should be understood that while the figures have
presented exemplary embodiments of the present systems
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and methods, revisions may be made to the disclosed
systems and methods without departing from the scope of
the present disclosure.

[0032] Where components or modules of the disclosed
systems and methods are implemented in whole or in part
using software, in one embodiment, these software elements
can be implemented to operate with a computing or pro-
cessing module capable of carrying out the functionality
described with respect thereto. After reading this descrip-
tion, it will become apparent to a person skilled in the
relevant art how to implement the disclosure using other
computing modules or architectures.

[0033] As used herein, the term module might describe a
given unit of functionality that can be performed in accor-
dance with one or more implementations. As used herein, a
module might be implemented utilizing any form of hard-
ware, software, or a combination thereof. For example, one
or more processors, controllers, ASICs, PLAs, PALs,
CPLDs, FPGAs, logical components, software routines or
other mechanisms might be implemented to make up a
module. In implementation, the various modules described
herein might be implemented as discrete modules or the
functions and features described can be shared in part or in
total among one or more modules. In other words, as would
be apparent to one of ordinary skill in the art after reading
this description, the various features and functionality
described herein may be implemented in any given appli-
cation and can be implemented in one or more separate or
shared modules in various combinations and permutations.
Even though various features or elements of functionality
may be individually described or claimed as separate mod-
ules, one of ordinary skill in the art will understand that these
features and functionality can be shared among one or more
common software and hardware elements, and such descrip-
tion shall not require or imply that separate hardware or
software components are used to implement such features or
functionality.

[0034] Referring now to FIG. 4, computing module 400
may represent, for example, computing or processing capa-
bilities found within desktop, laptop and notebook comput-
ers; hand-held computing devices (PDA’s, smart phones,
cell phones, palmtops, tablets, etc.); or any other type of
special-purpose or general-purpose computing devices as
may be appropriate. Computing module 400 might also
represent computing capabilities embedded within or other-
wise available to a given device. For example, a computing
module might be found in other electronic devices such as,
for example, televisions, home theaters, Blu-Ray disc play-
ers, DVD players, in-car entertainment systems, video game
consoles, video download or streaming devices, portable
DVD players and other electronic devices that might include
some form of processing capability.

[0035] Computing module 400 might include, for
example, one or more processors, controllers, control mod-
ules, or other processing devices, such as a processor 404.
Processor 404 might be implemented using a general-pur-
pose or special-purpose processing engine such as, for
example, a microprocessor, controller, or other control logic.
In the illustrated example, processor 404 is connected to a
bus 402, although any communication medium can be used
to facilitate interaction with other components of computing
module 400 or to communicate externally.

[0036] Computing module 400 might also include one or
more memory modules, simply referred to herein as main
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memory 408. For example, random access memory (RAM)
or other dynamic memory might be used for storing infor-
mation and instructions to be executed by processor 404.
Main memory 408 might also be used for storing temporary
variables or other intermediate information during execution
of instructions to be executed by processor 404. Computing
module 400 might likewise include a read only memory
(“ROM”) or other static storage device coupled to bus 402
for storing static information and instructions for processor
404. The computing module 400 might also include one or
more various storage devices 410, which might include, for
example, a magnetic tape drive, an optical disc drive, a solid
state drive, removable storage media such as a CD or DVD,
or any other non-volatile memory.

[0037] Computing module 400 might also include a com-
munications interface 420. Communications interface 420
might be used to allow software and data to be transferred
between computing module 400 and external devices.
Examples of communications interface 420 might include a
modem or softmodem, a network interface (such as an
Ethernet, network interface card, WiMedia, IEEE 802.XX or
other interface), a communications port (such as for
example, a USB port, IR port, RS232 port Bluetooth®
interface, or other port), or other communications interface.
Software and data transferred via communications interface
420 might typically be carried on signals, which can be
electronic, electromagnetic (which includes optical) or other
signals capable of being exchanged by a given communi-
cations interface 420. These signals might be provided to
communications interface 420 via a channel 425. This
channel 425 might carry signals and might be implemented
using a wired or wireless communication medium. Some
examples of a channel might include a phone line, a cellular
link, an RF link, an optical link, a network interface, a local
or wide area network, and other wired or wireless commu-
nications channels.

[0038] Computing module 400 might also include one or
more user inputs 430. The user input allows for the user to
enter commands to the computing module 400 and interact
with it. Examples of user inputs might include a computer
mouse, a keyboard, a touch-sensitive screen, a stylus, a
mousepad, a joystick, an accelerometer, a gyroscope, a
camera, a remote control, or any other user input mecha-
nism.

[0039] The computer module 400 might also include one
or more user output interfaces 440. The user output inter-
faces 440 might be used to interact with the user by
presenting information or sensory outputs for the user.
Examples of user output interfaces might include visual
outputs, such as a display screen or monitor, or audio
outputs, such as a speaker or headphone output.

[0040] In this document, the terms “computer readable
medium” and “computer usable medium” are used to gen-
erally refer to media such as, for example, memory 408,
storage unit 410, and channel 425. These and other various
forms of computer readable media or computer usable media
may be involved in carrying one or more sequences of one
or more instructions to a processing device for execution.
Such instructions embodied on the medium, are generally
referred to as “computer program code” or a “computer
program product” (which may be grouped in the form of
computer programs or other groupings). When executed,
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such instructions might enable the computing module 400 to
perform features or functions of the present disclosure as
discussed herein.

[0041] While various embodiments of the present disclo-
sure have been described above, it should be understood that
they have been presented by way of example only, and not
of limitation. Likewise, the various diagrams may depict an
example architectural or other configuration for the disclo-
sure, which is done to aid in understanding the features and
functionality that can be included. The disclosure is not
restricted to the illustrated example architectures or configu-
rations, but the desired features can be implemented using a
variety of alternative architectures and configurations.
Indeed, it will be apparent to one of skill in the art how
alternative functional, logical or physical partitioning and
configurations can be implemented to implement the desired
features. Additionally, with regard to flow diagrams, opera-
tional descriptions and method claims, the order in which the
steps are presented herein shall not mandate that various
embodiments be implemented to perform the recited func-
tionality in the same order unless the context dictates
otherwise. Thus, the breadth and scope of the present
disclosure should not be limited by any of the above-
described exemplary embodiments.

[0042] Terms and phrases used in this document, and
variations thereof, unless otherwise expressly stated, should
be construed as open ended as opposed to limiting. As
examples of the foregoing: the term “including” should be
read as meaning “including, without limitation” or the like;
the term “example” is used to provide exemplary instances
of the item in discussion, not an exhaustive or limiting list
thereof; the terms “a” or “an” should be read as meaning “at
least one,” “one or more” or the like; and adjectives such as
“conventional,”  “traditional,”  ‘“‘normal,” “standard,”
“known” and terms of similar meaning should not be
construed as limiting the item described to a given time
period or to an item available as of a given time, but instead
should be read to encompass conventional, traditional, nor-
mal, or standard technologies that may be available or
known now or at any time in the future. Likewise, where this
document refers to technologies that would be apparent or
known to one of ordinary skill in the art, such technologies
encompass those apparent or known to the skilled artisan
now or at any time in the future.

[0043] Although the disclosure has been presented with
reference only to the presently preferred embodiments, those
of ordinary skill in the art will appreciate that various
modifications can be made without departing from this
disclosure. As such, the disclosure is defined only by the
following claims and recited limitations.

1-21. (canceled)

22: A method comprising:

providing, to an entertainment system, a first set of digital
media assets, a second set of digital media assets, and
a unique identifier associated with the second set of
digital media assets, wherein the first set of digital
media assets are accessible upon receipt by the enter-
tainment system, and wherein the second set of digital
media assets are accessible by the entertainment system
using an unlock code;

receiving a request for access to the second set of digital
media assets, the request including the unique identifier
associated with the second set of digital media assets;
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obtaining, in response to the request, the unlock code
using the unique identifier; and
providing the obtained unlock code to the entertainment
system to enable the entertainment system to play the
second set of digital media assets.
23: The method of claim 22, wherein the unlock code is
obtained when a release date condition associated with the
second set of digital media assets is satisfied.
24: The method of claim 22, wherein the first set of digital
media and the second set of digital media are stored in a
physical medium, and wherein the unique identifier identi-
fies the physical medium.
25: The method of claim 24, wherein the unique identifier
is a pre-recorded media serial number (PMSN) of the
physical medium.
26: The method of claim 22, wherein the first set of digital
media assets includes a version of a media content asset with
advertisements, and the second set of digital media assets
includes an advertisement-free version of the media content
asset.
27: The method of claim 22, wherein the second set of
digital media assets includes at least one additional media
asset that is not included in the first set of digital media
assets.
28: The method of claim 22, wherein the request is
received from the entertainment system, and the entertain-
ment system is not connected to a network.
29: The method of claim 22, wherein the request is
received from the entertainment system over a network.
30: A system comprising:
a memory storing a first set of digital media assets, a
second set of digital media assets, and a unique iden-
tifier associated with the second set of digital media
assets, wherein the first set of digital media assets are
accessible upon receipt by an entertainment system,
and wherein the second set of digital media assets are
accessible by the entertainment system using an unlock
code;
a processor configured to:
provide, to the entertainment system, the first set of
digital media assets, the second set of digital media
assets, and the unique identifier associated with the
second set of digital media assets;

receive a request for access to the second set of digital
media assets, the request including the unique iden-
tifier associated with the second set of digital media
assets;

obtain, in response to the request, the unlock code using
the unique identifier, and

provide the obtained unlock code to the entertainment
system to enable the entertainment system to play the
second set of digital media assets.

31: The system of claim 30, wherein the unlock code is
obtained when a release date condition associated with the
second set of digital media assets is satisfied.
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32: The system of claim 30, wherein the first set of digital
media and the second set of digital media are stored in a
physical medium, and wherein the unique identifier identi-
fies the physical medium.

33: The system of claim 32, wherein the unique identifier
is a pre-recorded media serial number (PMSN) of the
physical medium.

34: The system of claim 30, wherein the first set of digital
media assets includes a version of a media content asset with
advertisements, and the second set of digital media assets
includes an advertisement-free version of the media content
asset.

35: The system of claim 30, wherein the second set of
digital media assets includes at least one additional media
asset that is not included in the first set of digital media
assets.

36: The system of claim 30, wherein the request is
received from the entertainment system, and the entertain-
ment system is not connected to a network.

37: The system of claim 30, wherein the request is
received from the entertainment system over a network.

38: A method for use by a media server having a memory
storing a first set of digital media assets including a version
of a media content asset with advertisements, a second set of
digital media assets including an advertisement-free version
of'the media content asset, and a unique identifier associated
with the second set of digital media assets, the method
comprising:

providing, to the entertainment system, a first set of digital

media assets including the version of a media content
asset with the advertisements;

receiving, from the entertainment system, a request for

access to the second set of digital media assets, the
request including the unique identifier associated with
the second set of digital media assets;

obtaining, in response to the request, an unlock code using

the unique identifier; and

providing, to the entertainment system, in response to

obtaining the unlock code, the second set of digital
media assets including the advertisement-free version
of the media content asset.

39: The method of claim 38, further comprising:

providing the unlock code to the entertainment system to

enable the entertainment system to unlock the second
set of digital media assets including the advertisement-
free version of the media content asset.

40: The method of claim 38, wherein prior to providing
the second set of digital media assets to the entertainment
system, the method further comprising:

unlocking the second set of digital media assets.

41: The method of claim 38, wherein the first set of digital
media is stored in a physical medium, and wherein the
unique identifier identifies the physical medium.
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